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x. 

M«T-^ffi«*a(402a-402c) . 

isr- ? * Mm- y-fe— i;y- ? i Eit#a (402a) . 
j;yy-A<7)fflteH5«Bflie^ -y -fe-^y-^fBtt^a 

»«t"e& iJBWYiftfj-*-* t fc fcic. «3EB«-r-^E 

tt#staett$ fix v Mf- * ta^n sr/i— 

/l* y-b-^c^liS-rsy-AMmS:B?rlB«*^B^ 

$ ixr v i£ B<&y- * tca-^v \x y-A tcwii-r s y- 
s» y-z,»«. 

a(56) 

Huie^ -y •t-> ; T-^ieit#g« i 

f&BWW^Kti, liufBSg 1 y -fe-v-'S-tU^ L*> 

offltBm 1 /U-/^ y •fe-^'tcWjS-rs y-ABl^f 

la^^atc^s-^^ y-hrrvA ^mssme- 
^■miw^^xmi^ i /u-/^ v*.- t J£$m*h& 

ftZLtzZblzmgLX.. MtE^/P-zl^-y-te-^S- 
ft* L**OlWIE*2/V-/kX ■y-fc-ytC^G-r&y-^ 
■«*«rE3K*§6B(c*SK3-e* . fi*3f 1 imcDV- 

Aiga. 

[11*313] t&iey-Att#-Fy-A-C*»K Mia* 

iii>^ -yfe-^{±itriE^- vy-^zmnzit&^miz 
Ltitfixm&m^-t^ «y -fc-^sr&tf it* 

[11*314 ] mifflffl^ffl*m£/U-;\s* •y-b-^'^^ 
7r;ti£Zfgjs<ryj?%< b h-XX-iUJl-rz . fS*3l 1 & 

r-^ieit^atcieit^^B^r-^tJit/Mfe^ y 

-b-yx-^ieitai^icieitsii^^ -y -b-^-y-* £ 

K^aiLT, MiESl^Btc^SixT^&WiEB&y 
-^±^H«ie^-y-fe->''T-^SrSia-C^;-r^. fit* 

juiEs^y-Aga. 

[f**3f 6 ] ma* y-b-^x-^Eii^ati:*- ny 

-AT W -VM^T hVNM XCDtzSb<r>T V'U y 



HJ^) L . y-d±<rmmL<rrt#>1&hh ? A 5 >-yt- 

BuierHy^x^-y-b-^ai^-rs. ii*iiiieao 
y-A^a. 

[if*3S7 ] tfney-Anati. msafcR^a-F-ci 

-5(Of -y * Zffifc L . ftflBx -y =* *f » "? h /W£ 

fir 3 * - H y- A^a-C'J> o T . 

ffismwzmt* y-A.yi'A^izjL-oxmiRztifzT 

* v*z-isti.xiiijrt&. immetmny-^m 
a. 

[fi*JS8] m < mmr>*)-YX'i^<r>?~,*zm®. 

L . ffirlBx -y * v < h ;MMf 3 a - 1* y- A 

y y ^fFfiffiS: y- A TL^f ^tf&ibtzfr if 3 *»WBW- 
l»fJIST*a(24,S6), 

y- ATI/ ^r**y -y ^fpfffi^*^^ k § t -y SrfPtt 
tSf-v * IWf a(24, 401d, S7) % fc J: t^lulBx -y ^rW 
fiffi#a«fF«fe*S:**-ri>W«***a(24.S604-S60 

6)^«i^^>. ^-ny-A^a. 

[ 11*31 9 ] friey -y ^SWB*S«y -y 5r «Wtf ■& * 

fri awfi**#a« miiey >y ^»«*a<oih ws*t=« 
y-A§§a. 

umm i o ] mm%?",*zmm-h*i- wnmt 

Mf Bx -y ffHi#SttfHilFr^S -r -y # fc BalBSjiy -y 

•y ^«>^OS*S«L.36»oejBy -y ^ffi-^rf-lfc^ ■!» 3 
^yh^m^MttS. M*JS84fc»9 
IB«^-Hy-ASIB. 

[f!t*3ii i ] y./dfcosi!)^^y-Aru-f-v*<* 

A?t A» t* 5 *»WBfr & ¥®f#a(24, S8) . 

*^)fit4f ^^^8(24,4016,59), &J:t^j£L 
Jty -y 4f * E*T4 t -y ^IB1i#a<42) £ $ McHx 
If^iIS^V'.Ll 0«0Vv«ijWcKtt<O;ir--l«y- 

Aga. 

[|f*3l 1 2 ] HfStt»<0* - KT 1 OCTJr y 4f 

L . fflEy -y * Zm^XftM' *Y tUifr o ij- Y y-A 

msx'h->x, 

BH-|.«B3r#a(24,S8). 

7-'-A7l^fWf7 ^coet!j^£*a6^ k # y y * 
Srff & y >y J«#S(24. 401e , S9) . Jo iVftiR L 
tzT-v* Zmgfh f y * a (42) £fi§ & , 

h-y-A^s. 
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umm 1 3 ] niZT-y^m^m&ZK tisif 

■y *f BltfRJiS t^2f'7 *f Btg«i<S t £ . 

Huiam i 7-* -y *f BiSfWsS^tiTv -r -vtc «t o x ft* $ *i 

fcx -y *#£ttS *u ffitSM 2 r -y *E1MKWei2 i» 
fftSSfuty -y * . 8 4 fc« 9 IB® 

[ 1 4 ] WSfeStO^ - VX 1 o«f -y £ «fi£ 

mm.xh->x. 

3 >e jL-^^fSg*- K*»s6^-4»s#S(saa2) , 

ch 

MIEn V t° ju - * frfi^ -Ktfcv fuf E&#7°o y 5 
Atc^ X fi^om&r -y **&5e*Kfc: J: o TlS5t $ *i*: 
■f -y * SrfflV - K y-A **fr**8!S¥a (24) , 

fciE«3*i*:Hffcy- * o r mrie* - h y-j»<m 

[«*«1 5 ] ^2^;iy-AHt££fl*La>o-5g 
WX'h-^X. 

miy-Awm*&&thtz#><rmi&T--sr sien-ri 

Bfl^-*fE«fH*fi<402a-402c) . 

-g-t?^ -yfe— itZWrtthtilsbcnst. -y-fe— i^*-f— ^Srf2 

•y-ir-i/x-^lB1Sffl«(402d)^%L, 
iwfsy- AHW2 lialBB&T- * *5 i LN'MIB^ -y -fe -5> 
t-* *K»aj LT BufB^^atcMlB^'-AiS«i:ff 

Clf^ill 6 3 FJf€tfcS!cO^-HT'l^c7)7 : '-y d fSr«^ 
L*wy •y*£JBvvcit«/< h/PSrff? b'f-^g 

■r -y * fFWTuy 5 A £f BIS "f S To /5 A«ig(401d) 

B"rlfi^*-A^M(±y- ATI/ -f -Wy y #fMiSr*«>fc 

k %*<7)tv ^mi^'y^wmray^M.izm.^xm 
fiu ^(om^m^rth, *-vy-£.mwcomtim 

fc. 

[ff^JS 1 7 ] Bf»<0*- FT 1 o«oy >y 
L-?-<50t -y ^SrfflviT^tSgyN' Wl/£ff? F*y— A^ 
W.ntztbOtZ'feQ&WX'fo ~> X , 
T7^fS ttf&fcr o /5A5r IBIS-t * r -y * S ISfWT 
Affi1S«iS(40le) 

Wi£y-A^iy-AywWy-y*OSttfft** 
*ft it 4: * mlBx y * g tWftSTn /7At^-3tf7 
* £#fi£ LT W£<*>£«*Wto|«frf-4 . Fy-A 
^BWlBtS&ft. 



[000 1] 

[«*LL*>*iJflia»] £*>*Ditt» #-Ky-A§S»c 
A* if 5 L#y-y*£«j£^6#-F£ffl^T*f« (A 

wp> -th. t-Yy-A&mzwsth. 

[0002] 

im&>&m ft t *.am&- 5-30475 
[A63F 1/02,1/18] icti. mm^&x * 

s. 

[0003] 4^:. r^t^-H (9gjg|) g 
B j fcD?fcf*l-C v^gijco^- Hy— Aj^Jn^iLT^S . 

c:m-b*y-AT(s. w%y-Am*m^x*i>xi? 

[0004 ] 

[HHJi#»ftLJ;3i:-f&liSH] i^id^-Hy- 

a«. «pc &-r-fe<7»u-fMzi£ittmx'mftLfr 
^<7>j\,-Mzu-oxmfo*'Pi£.-t&i><7>x'b&. m 
^r, y-A/w-;ui, -^*x-e**to*-Hy-Aicii^r<?) 

tOTiS. L^*«r>T. IKBB»tClB^S*L!t^<7)a<7) 
[000 5] £<0£fctiffi<oy— A§6WctsvvcfcHR 

[0006] -e*x»9>^^. ^<o%BBco±Jts ae<K±. y 
•cs*. y-A^s^tiet-rsc:fcT'S>i». 

[0007] 

[ss^»^*^<^a] m^mnz^fzy-A 

;wc^oTy-A2rri^-<-r?,y-A^STfcoT, y 
-A«££^jcrs iz.#xrmmrr-9 5riBis-r*B^y 

-^IE'tS^S(402a-402c), ;U-;W^-^tf^< -y-fe-^£ 

«^rs/£«x?5j< •y-tr-^y-^^iBis-r*^ y-fe-i/ 

y-^IB1S#S(402d). *S±t^y-A<0i»6«r«^'yfe 
- ^*r- ^ Ctt^KicEltS *iT v ^tV-)V* -y-t-'J 

zy-j>7uj -vtmrnx^ zmmxtajj-fz ttt, 
iz . B«y - ^ K**a(cae* $ *xr ^ * M«y- ^ 
ao'v^-c mmu-tux v*i- : J\iznmth y-j*mmz 
$&mw&m*kz-&. y-Amtemm&'r-fim.* 
mztmz kx v > hmmr- 9 \zms\ ^x y- a i^wa 

-rsy-AB«Sr^^Stc:^$-a:l > SiJffli#g(24) t 

ffitz. y-A^g-c^s. 

[0008] 8t^98iB«K<^fi^U, BfffitSciC^^- K 
T 1 o<oy -y S:*8« L . y* -y =^ Srffl V >T ftW 1 Wt^Sr 

s3*-Ky-Asii:-cs>o-c, y>y^ffflf^y-A 
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y — A Tl/^f -Vtfx / ^riPtt Z&tbtl b # -r y * £ ffffi 
ft T -y *§W^a (24 . 401d , S7) , *5 i tfx v *IPfif* 
aoff0BS****^4IF««*¥a<24.S604-S606) Sr 

a-Ky-Agarc**. 
[poo9] 1 2iea<o^- Ky-Ajtwi. m 

^5cS«^-H-eio<?)T-/^Sr«BS:L. -r-y^Srfflv* 

co y- at w -^tfmfrtifr if o frfflttz 

WBr¥S(24,S8) . y-ATW t* 5 T7^^ll« 
t # 7* / * fcffcfct Sf'y *#l£¥a (24 . 401 
e,S9k fei tffM Lfc-f -y * X >y ^1511* 

a(42) ft. #-h'y-A|gg-C-$>ft. 
[0010] lt*« 1 4iEttm- Fy-ASSBfct. Br 
glfcStf>;&- Ft' 1 oOt ••/ 4f £tgj£ -f-y^f Srfflv > 

•y 7* y *ftse¥»<S20l) . a > t * - **f 

lairr * ro/? Ateit#a (40, 401c) . a >- t 

*fWE - H (ctJ v i X ,Bt7n y 9 A lets! o T *»-?y y * 
m^S^J;oTiS^$ix^x>y^^ffl^T^-Ky- 
A£^rf ft*QJl#a(24) . H J*<7yfXhe>Wk 
=f—9 *SE*r4BBy-*3Ett#a<40,402) „ & «fctf 

Bfii-r - * t m^-mztm 2 *ut B«y- * o t ^ 

- Ky-^B*£«35r*-&f|*¥8<24. 16) 
ft. #-Hy-A^T'&ft. 
[00 11] 

[#ffl] ns&09r<i8i^y-A«*^ijfflSii, y-AM 

Bli*oJ««y-A«£S»t6:fifc*iS»B (LCD) 

[00 12] V^tL<0*^tt>. Bttr-^ffitt^&fc: 
(2. Thv^^coy-ATW-wy-AS- 

LT««1U ^Hi^y-Allil;, y-AB«05 

M»*a«. y-A^temrT<i^-^^ y-fe-^'^y 
-a/v-i turn, tztmm^axi/y 
tfciz^wx'iiijj-r&bbiitz^ mziv-fv* *,*>—i; 
\,znm^^~^m^m.^mzm^^h. y-A 

TP >f ^WfeZ&kWfe LX y-A £ HB#? Lfcfttt. 

^•cT)^-- a tcwa-r ft y- Aits ^K^stc^ £ -e 
ft. 

[00 13]5rtJ, Hy-A^acT)^-, y-A® 
«fc:«^<i:t,^-KB«**t». L^'ot. Bit 



[0014]^ 7*-^'SS<7)i^. /-b-^' 
(iV^<-3*»«0^ y-fe-v-'-fey^ y Mc^gfJLT^ -y-fe- 

ftsfc. *^j«¥a«. znmmz&t-x. <zcr>* -, 

^ -y t-y'igSSil^i 0 A^ < X l> » ^c?)p< 

•y -t- ^'2r y-Ar u ■ws&m < •set *«-c 

"Wy-A/w-^*jaife55:v^*a8gW«»ycJ: < . 

*<ofc»t=. y-A3&»*fflug»rc*63&»if a 3&»&¥0»# 

dr'-j>)i<-)i-zwi&mmnz.fzmzizj>< v-^-^m^ 
L%^x'y-2*zxj±-xt,zm.nz-£& z t h . 
[0016] y-Arw-va*ni&icy-A£i&«>.s>Tiir 
t=y-A/P-^*|fei 0 . I^-jT . 

*J«#a«;P-;^ y y-ABBttWfcUR^S 

hzbizx^x, Y-^-rv^^z-m^t^^w^ 

X%h. 

[0017] 1**^8 <n*~ Hy-Aist-ca. at fc X. 

.x-BBteti^T s y— a r ^1$ i eoo^ 
y-y^stssr*. jetT, cpu<oid^y-y^fp« 

SKy'y^^^LTV^^-H^SW^t^ 
ittxtf. H»JO r^-Ht-o-j X" 

com., im?4y°co&, &£xf-?i?-/9ti-Y<7mm 
* . s'jtcK^ u -o * * «*y * y - y * #sa l t » 

-etT, ^<7)SB*£**^*$ixft. ^<^)« 

we i*uf » ri^f y« J: o iv%y v**ft&th z t 
[ooi8] tzt Ui . Mf7 ^y-yA-twfiW'c 
atciox, g3iy-y^-r'$)fti'^3^>-h$r^t, 

xtfm^b'wa^yb&mijk-t&bbhlz. 

[0019] tcii. y-ATW -Wa^Tf* -y^feff 
fi£-Tftii;*iT'^^v^^ s fcftv^«fctv^^. y 
-A7V4 ytiy y # OSIS^5rg*-rft Z btfX'Z 
ft. IS*JI1 2^?t(ii 3co%mz&^X. giSf^^ 

^*%ftt. cpuii, -e^^^o-cy-ydf^^ 
u -en$-y-y=fs«^a. ttiifMRAMoy^y 
^r-jTwm.zm^th. y-Ari^fytig«)f^fi£$ 

iifc r y * ft ^> T * - H y— A & Tl^ ^ T ft i i: *«T* 
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[oo2o]f7 ^tsmfwrn 1 y •/ *%mm® t m 

&LLtz7"/**tztUiW.lT : "/ *IBfMRWfc .CPU 

a* aiMw l*t y * *3t t mm 2 -f -y 
kisses. y-^7*p-f-v«i^mo«waaii»is#t 

[0021] ai&g 1 4nmcv%pnx'iz. c p uco x 0 

i> <r> * m v > x ix> 7 d y => a c m -5 r *t k y- a £ 
surr * . *<oas*««*¥atc ± -> t y-AW® t l 

[00 2 2] 

[»bj<o20S] iojfeHfltcintr, s^sscy-AH 

[0023] ^o&Bj^coffi^BW. ^NSfci^iJjS 

[00 24] 

[ mmm ] 0 1 £#bb lx , -r ^»»wott* s j*hf 
y-Aiion «fieg<oy-xi2m, y-x 

1 2cr>Wm±mz*- h 'J y i^PAP 1 4#»j£§;fx 
£ . *Oi»AP 1 4 h 'J -y x 1 6 £ k 

izx->x. mn±.mzmmzti&LCD 1 sity-'-A 

[OO2 5]02**5HLT. *S?y-A«10«« B? 
aoj;9t:LCDi8m, ;i7)LCD18tih'7h 

D18I1 LCD K5^fA2 0iiJ:tX2 2tz£~>Xmto 
-f-coHffii^^-M^S:*^*. LCDH7 
•<A'2 0(iK7h7h U jy XOTt t AfcffrfcSSWlfcUB 
»U lcdK5^a'2 2tifcki.«3njSraHI?«fc:SHtt 
-fS. Clix^LCDh'7'fyN*2 0*>J;t/2 2«i:. CP 
U24fc*4il««*il!yi|5I»2 6*^*7-M«ft-^ 

[0026] CPU2411 C PU372 8S: 

-tr*, CcOCPU3T2 8lC(i:. ftgBROM 3 0i5 £XS 
P*|gSRAM3 2#IS£-£ix£. l*I^ROM3 0tC<i. 7* 

AM3 2I1 CPU37*2 8C0'7— Jf>-^^& »J t L"C 



[0027] CPU2 4«i. S&tC, «#fSfg#l3 4$r 
. - 3 4 l±ti 1 1 tf*3MfmX'ffitfL 

Cl<7)rn^5vyyHi-jg§|3 6(i. CPU3728K 

^#jsy - * teas o t m*m$s 3Ai}-h^mmm 

ttmL, Zn'ftmm*7£CPUaT2 8<7>7n-/7kl, 
[0028] CPU24CI1 a *7 ? 3 8tfmS.cr>/< 

xzitLxmmzti. ^3*?^3 8ii. muz^-? 
h y y im xu 1 4on^ci2a$fL» h y y 

iot. tf-N'J -yi^'l 6#CPU24£m^£KH;:IS-£- 

[0 0 29] #-MJyi/l 6«i. ?hg&ROM4 Ofci 
IXSRAM4 2^-i-tf. Xr-h'J "/y'l 6C0^gPROM 

4 0W1 03tc^-rJ:9^#x-^*^i6K1t$ixT 
V^l,. SRAM4 2ti» A' 7 77 77li4 4^fSI: 

^(t. y- aw n' y ? r y r-r- foEmotzMzm v * 

^•&„ ^<-y^T-yTT8«64 4«0«}i«. $^(C» MB 
C(Multi-Bank Controller) 4 6 IC-^-^. A><X. Cl^MB 
C 4 6tt, B#tfffl«»^ 4 8<0«Sf3-9*5tt4^th^ 
»>>-^5 0fcJ:lf. ^gPROM4 0t>J;WhgSRAM4 
2 ROM/RAM3yhP-7 5 2 &i$ts. 

[ 0 0 3 0 ] m 1 tc^-r <fc 0 tw. y-x 1 2co*ffiTgp 

^ti, «Sc7)M^-5 4a~5 4e*^t^. d^O 
ISSC^S^- 5 4 a~5 4 e |±df- V h- V 9 X 5 6 
(02) itHmti. CPU2 4.Cli, ?h'J?X 
56A>^>, Sf^df-5 4 a-5 4 e^-etl^'iXO^ft 
#36*§-ife^*. 5 4a(i LCD18±lC* 

StSilT V ^* y-Adf 9 7 ?**-V/l*)±.Ttt0) 

5 4 b<i, fcfc i.{fy*-A^- r-'OStR^ri: KfflV^il 
S-bU-^ h^-T'*^. »-5 4c(i, y-AtfOT" 
l--f SrMSfi-r^i: S*&V^iy-A<Oj(Mf S-H^Wfcff 

jtf & fc * izm^ t>ti h v ^»?> h x 9 - v * -x-h h . 

»-5 4 dfcj:tf54 etiT-y ^#;yx>f -yf- 
h-klZk^X. LCDlSlCSSSftTl^y-A 

-54a-54eli. HI lZ^-f X 0 tC^y-Aill 

^il^-^fls^— 54 a~5 4 eCO^ft-^-Srrjy ho 
-5f-^ i: LT C P U 2 4 . 
[003 1 ] CPU24I1 *-MJ7y'l 6frt>-5-z_ 

^-5 4 a— 5 4efrt>cr>a>bu-7?-?lzmt 
X. ^^tTffi5gRAM5 8 2rffl^t» x-^JiQS 
SrKJffU Suffix- ^ Sr^ffl RAM 6 OfcK^ii 
tf. U^ot, CPU24<±. j^$iJffl)#Kfc tT«U 
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mth. SSlRAM6 0li, 2 OWN* 

ti. itifcb LT, LCD18co3Un©BJ:9A£^E1g 

[0 0 3 2] CPU24Ci^7 f -^JaS<5')SS^, ffi^J 

*vi/^y?6 6#>^ai;ft£;ft.£^fi^-ti, y—K<r> 

[0033]^. ii^iitii imdr'-j^mco 
m^zmnLtztf. mcomtLx. mmmv^xy-j* 
mmzmm-tz zti>xz&. ttz. $\-mmmm± , 

~y=Jl 6t,zmtX, CD-ROM, DVD, ftG^TM 

x ? m<n&mmmvfitm^x i x v \ 

[0 0 34] 03^-r,kd^. ^g8ROM4 OlCti, 
To^9i»MJg4 0 1 , df-v^^yM 0 2, ilf 
■y*f— -f)Vffl&4 0 3t>J:t^^T r -^^«£4 0 4# 

[0 0 3 5] 70^7^184 0 1 COX b—V To 
j^7A4 0 1 ati, SISfi^T'ira-fl. r^-Hb-o 

Mmth-mcon-juru-i yyy-^xhhcox. * 
x*iimimcr>*-vx'ffimi$ft.ti r^.,,^ 

tzbtli 1 5^7"* -y^f, 2 0tScr-y d ft5j:^3 0tS:7 J y 
*«93«»<Ox-y^£fflVvttt!ST£&. LT, r" y 

commiz j; o t ftifiii^s y-j»>\s-)\s&mj£i$ 

tlX^t. A'h^yXfA7Dy'5A4 0 1 bfi, 

#f -y £tz\t&)v-Mzm ttznw&mz'fT a to/ 

^>u-^->yayyjx4 o i cti, f^a 

>- tf A-^ttUH^V 3 >A h;^(cfcff|> CPU 
24 (HI ) (O^^y'uy^^LtzLcoX'hh. 
[0036] r>y dfiPW7'o^A4 Oldll f&j$<7) 
113 2^-r. T y^iPao^cOT-a^^A-r'J)^. 
77^^^70/7^4 0 1 e(4, fJ6£<?}02OK:^ 

^>-x^ (mm, mm) ^^7^1^^, tis 

fitt£JSc<0i« v ^ yx f X olzLX^h. 
[0 0 3 7] >C<yhM7D/7A4 0 1 fti, ^rit 
*l*?y-?46 (12) c7)B#ft^So'V^T. 7ci:i.lf§S£ 
B te* I. i8j,Pq## 4. x & , 45 B #8!(cfS LtW £ i: 

oigii mzmw-?&&m* •/^--jcom^cotz^co 

[0038] *f i8ffl#ttt&ft ItTD y'7A401hli, 



-j y-AKfcWC, 3ftcD#-F£Aft6i:#-Fl 
ft£ t £>i. & i: y Y~?~s vtth h cotfij- y A 

^oi^oxmt LxmMzixx^x. ti-yrv-yy 

70^4 0 1 Hi, ^/I^Fvv-^SrfWjj;*-**: 
|.^:i6c07"n^5AT-$>l.. *-K7l/yh*7o/5A 
401ili, 7l/yH7yyt'Aftll.*-H5-7i' 
>^Aixl.3tjc^-Hc7)a^^-ti: (l^t:) tz&J 

^x—mm^zm^Lx^h. Ltitf-ox. yuyy-?^ 

yfrh LfrA^XZ*^*;- F£t£5g-f 6 .1 i: J; <0 , 
7 , -A7W -VK*^- H *^«-ec07>- H & A#-r 

[0039] y-A±T^- b*£J»A-r§ & « 3«: 1 ^° 
•y7Srl5.Ii:{^&* i . A , .y?«7Dy'7A4 0 1 

(Oro^^ATS)^. 7^^4*70/7^4 0 1 
kii. ^e^A^tO^ltlS^^^o-C, Bjft^*** 

[0040] A' 7 /777jl!!iI7D/'7A4 0 1 HI 
X h - U - OJKtf JcjiB t T * ^(4B#ft7> -7 >- ^ 5 0 

ittci; mmmz/< -y ^ r -y -rt htiubcozruy^ a 

A 7 ;777t4. afl7'D/7A4 0 lmli. 7ct^. 
{fia2 7WX7 i yrS2 0 6tCJ3(tSJ:a(^ fti2<7)y'- 

mtcofflxcomm*:- Yzmm-htztbwuyy^x 

[004 1 ] ^gPROM4 0<0=JfA-7??3Ii*4 0 2kl 
li. fcUK7Ht, 

-fx, -<irO^. »^-i-^O^c07cft<yj^ fe 

[0042] mt<^d t, iO^-V7^^^i|S4 0 2 
%%,A®l7-?im4 0 2 aaWBtftSfu i^it 
J*A^r-^l»S4 0 2 aCii. 7-'-ATOtfCa^$ 
ixi.^Toa^A^^^^-^^c^OSffiT-*-^*^ 

Aft^ilS. Jf J r7^^^J?S4 0 2c7)7&-Kf-^ 

lS4 0 2bt:ii y-Ativ^ns^yx^*- 

a^-T & tztbcoti- H BfR-r - ^ ^'tStt$ iiT v -!> . 
[0043] 0^t=5rvW, 75- ^-^-fixSI^ 
Wtg7Jtt^* J iett$fLTV^. 7cti.{4*. ^yx9f3- 
VX'htiii. r^>-x^^j . r^^x^o^j . 

bbj , r HPj, m&mj mtfx&ttzm&irxim 
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fc, -?V-v7i)-Y (Sgffiff) T*>tM. tlit-v? 
fctt. fTW : EVX^i:f^^^^^2®i^?)'3, 15 

x * £ sesT-t 4 ? -rx'h o . f^is* ?izm<?>m 
mtzmm. Lxmtitey* 9 z&mxz h94 -rxh 

4, JJ-V7-9 ffi&402bi,z\,&. ZtlhA-Ylzm 



[0044] fff-5'f«4 02c 1^5, y-AClffl 

v >&*x4 # - v zmmi-z m*?* - y tw-r s« $g£*i 

4. ^•y-t:-> ; r-^lS4 0 2d(C<i s ±3£ 

•y^-v-'r-^tfElf $*VCV>4 . 
[0 04 5] iSf'^f-^Hi4 0 31:li, Sll 

[0046] 
[f£l] 







7 






1 




* 


3 






2 






2 



[0047] mmmxmmixd t tx^z r#- Ft 

-o-j t^X^-F^^'y^tf-F^ffi^ 

Xfo *) . * 1 TiKtflBi-r •/ ^r"T" — ~X)\s\i. . 1 5 tfcx y 
(03 3) Tfi. ^coejar^y^r— ^S-#S5 

* # - f a i w *j y ? # - f zmmt 4 c 1 1 & 

4. 

[0048] ftfc. mtcfcH^fit^-'rTkU:. ZfM 

[0049] S7t. iSL^rl*'. BMf-y^7— ~7)\> 
Ii4 0 3l:il #tyx^*-HisJ:tf7y7?*- 

K^aistcis tx jmzn-s- L^MT—y^mm^ 

tiX^i. •tZfr*?. (»n] #-FK«i6 

*JSt^'K^§ixTV^4o Lft^t. f^M/D^ 
5ATIi, ^ 1 T^-Tftar -y * r-T^i 0^ t ^rt * 
j£*r- //^M^tSc'V ^TgiS^T-' -y * 
4. 

[0 0 5 0] f^f-^f«4 04fcli, * 7-b-yf 
-?mm4 0 2 d(C|£1f $ixTV^4^< v-fe- 

mmmmtstLx^z,. 

[00 5 1] ^-h'Jyyl 8cO?hgPRAM4 2tc:{d:. 
H4-C'*:-rJ; ^=2r^'-y^r yrT-^lS1i««4 2 lfc 
«fct/4 2 2tfm&ZtlZ. %rt^v7T",7^-*W&m. 
®4 2 1 HiilfA 2 2cr>fk& ■ tDJ'J I DfElg^i£4 2 1 
atJ,i:Z/4 2 2a(C;Ji, y-A71/-f -^(C i. ot^? 



4 . ^fe'L , OS'J I DtiC P U 2 4 l/Zj: r>X SKWfcS'J 

•)f+<t4>^4. -roit&gyi DCiot, -eco^-hy -y 

ztix^t. xtt^imzt-vii. tibtimcotm 

sm-r 4 c t o t A¥-r 4 ; t ^4 . 
[0052] y-j±mftwmmffl&4 2ihaiU4, 

IEtt««4 2 1ctJj:If4 22ctUi, -tWfcSiTK 

«4 2 1 dfej;^4 2 2dtlJ. tti8ffl#te«*fl$B£3» 
^T-^* i *S#l$ix4. ^T r -y^ld^«4 2 1 e 1 
-4 2 1 e nt>J:l^4 22el-422e n(C{i» -efl 

^7-'-^^ts^-r4. 

[00 53 3 >6rfc. HJfeCTTIi:, f^J«x -y^iett««4 
21el-421e nifc(i4 22el-422enO 

v >-m*>co««(cy-i>.r U>f -V L^x -y 4f 

*E* t . ffiKOffilStC C P U 2 4 A« atftf^^ Lfcr -y 

(of -y *> mm Lxmm-t 4 i t 4 . 

[0 0 54] H5{iHS60iJcO r^-Ht-n-j y-2± 
^-fy^-fyJriL^ -?-OSlD<^Xf--yrs 1 T 
(±, CPU 2 4 (02) t±, rtgPRAM3 2 (02) 1*1 

^f7rs2-cii. cpu24ti, y-A.ruj^tfm 

^f'/rS2-(' "YES" <7>bt. CPU24li. 
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mtz^tm. -?iSy9*-\n>&tz>mg, x-^- 

[00 5 5] Xf 77S3t "NO" tpPMHtltzb 
<?>WmZi>i&?&mb L^Ugp§T'«. 02 7 -03 0 
[00 56] AT77S3T "YES" *«filBr5#lfcfc 

1=, mevvk-tm^-Fiis-j-yiimftZtth. me 

Oft&JiOXx/TS 1 0 lT'fi, /£ixifl*]gBRAM3 

2rtfct&£;*;ft..g>^-;M?'7>';5H:: r 1 j £&&t&. 

JtStT. Xf77S10 2t. IT ±3*3 

09tC^-TJ:o{C, LCD 18 

•CWWfc&Sil*. CPU2 4fi. mzAX? 

>54 d (01 ) 1)WZtLtzfrt'0frZXTv7'S 1 0 

<X0xf7rsiO4T, cpu24(i. ^-/w^v 

[0057] r nj li, -eco^-^tcfeft^^-;^^ 
> 9 <7)®X'h 0. fc t *. JS'0 7 fcjjrf* 1 9 - iT**! 
(X. /t—yi^^^&nJi r 1 0 j X'h *) , 08tc^-T 
— yT#>*Uf. n = 5tM. XT77S104 
T "NO" a*f<iJ»rS*U>i:. X-r-yTS 1 0 5(C:fcV"> 
T. CPU24li. >V—)Vti*7>'9<ryt]*7VYm$:4y 
?VX>-h ( + 1) mtX. Xf77S 1 0 2 

Aljr^-ytHj tV^T-ji*^ 010^-r.td 

[0 0 58] R«tC. Xf77"S104t "YES" 

fdSrSfiSiT. ^t. ) 0)V-)Vi]*7V9(r>i]*7VYmtf 

z<?>9- yx-im-r^ tv-ivx v>9mn izm? h t 

X\ SS3#B<?)/V-/V, W.A^(T»V-)V, m5&gcr> 
Sd6#B<D/V-/K WH&&<7))V-)V, |g8# 
m<r»V-)V, H9#ac7)^-;PfcJ;^l 0#B<7);P- 
-eil-fil, 011. 012, 013, 014, 0 
15. 016. 01 7fcJ:tf01 8lZ^-tXoizmHK.m. 

-f^*{±. Zcr>i.dizLxm7jk^ixh^ y^-^\.^UU 

[0059] ntsit^ia. B i #B<7);u-;Hi 
09c7)^-C^SLT^S*^ 01 0^-T^2#Bc7) 
;t—7Hi;fcSST\ **Ucfl*ttSl2l l^t-f&3§B 

<7>>\s-)Vtfm*i!:tl&^%X-hh. O^O. Sf52#B<7) 

)\>—)Vb%3&&<r))V—)Vb\t— lwX$Tl>o'C. * 



o-e&i.. tz*>&. zcommmx-ii. 01 oisiifla 

1 n:*t<t3f:. tfiiM^LT^I,. i<oidt=LT 
^•S<J^ix^^ yfe-^Sr^ •/•fe-^-bT'^ y h i: . 
[3|«^, 01 2*3j:y01 3* S .X vt-iS-tyjOb* 
ttW\m*LX^X. I16fcJ:Vil7t^^7-fe- 
y-fe ^ V Y <VttWm^X'$> h . -fcOJItijti . *s v 

U-yfe-^'-fe^yh) X'izm-f&ZblzX-oXy- 

^y\y^^zm^<Lx^hzt. ^Lxy-^mm 

[006 0] Xf77S10 4f "YES" i*pJ»fS*l. 
St. CPU2 4(±. Xf77S106t. ^t^.{X0 

1 9 tc^-r x 0 t=. y-^rw^f *teiwc«ftr*v*s 1*1 

SOT W xSr^ LttzU^tHtl^h . Lfc#r> 

[006 1]^, Xf7rsi0 6tli. irtfjfio^^ 
O^V-X^— IZ2 PX'tz^htz^-to^s . f^^X^— 
$ri>p ltz*<^&A,X'ti«W<?i , f^yx^-SrJ:^ 

>h (f^O03 2) Sr^-TSiatcLTtiV^ 
[0062] Xf77S 1 0 SX'Ltz<5m^\FifiiLL^ 
frZofrtf. Xr-/ysi07X'PmZti&. iELv^ 
^(=tt. Xf77Sl 0 8Cfc^T. fctittH2 0(C 

tzii^ ILi«tlJv^^i-W, .r J2. x 
f--/TS109T\ fcki.{f02 1^-Ti die. 
^OSr^ffi-r^tt i>tc. Xf77Sl 1 0fc±3WC 

[0063] ^r±>, Xf77S 1 0 7Tl£o?tjif££ L 

•T^^, aSfy-A^-h'TIi, TU^^ISofefil 
ffcS:Lfc*&-Cfc. *<0tifftiBtfcj!Bl*fi : V\ ^O 

o7c»f^&LTt rtfi63r^j (c{i>5:^-r. »:<0t*f^t 
Smt(t=5ri\ o^O. 01 9fc^JELv^^^fT 

[0064]Xf77S10 8X'CO%mtimT-r& b . 
CPU24li. xf77Siii(;i^t > j'-yiv 
H*»ifp*»¥!lBri-4. ^-vx>-h-<7)%g-(c{i. 0^L 

[006 5] 9—>^>Y<7)1%>'&. 9—>ififrfr->X^ 
&2 9-y&mttliZtl. Ltztf-yX. CPU24I1 X 
T77S11 2X\ ttWft^<7)®ftW%*m?f^h. c\ 
cObZ. Xf77S 1 1 3T\ SS2^->-T'i^Bfl-r<§ 
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•yys 1 1 3T'(i, "YES" #«Br£ix.2>. L*:**-? 
X. Af^rs 1 0 KcMO. )V-)Vi]*}>?\,z r l j 
jWRJgSft*. JfctT. Xf77S10 2f, 3*2?- 
>O3Si#@<0^— /I- f-?--5*>>. ^Evx^-^li* 
ft*-ft.l3(f£ 9 i<£i>oT*3.S>. j 
-ridtc, LCD 18 (121 ) wy-AHW^cSUfc^ 
ixi>L<(4Wfc7j£*iS. *LT. CPU24IJ. & 
CAW^5 4d (121 ) WS^A^emf'y 
7S103 1* lifr-f & . A^^54d SilfcOT 
<£>*U4\ ^f77S104t. CPU 2 4(4, 
tVtfWfamti 1 r nj. H2^->-<7)^lC(i. 5fc(C 
■HH Lfc J: 3 Ic, r 5 j jcsfir -a d A^JBf-T & . x 
T77S104t "NO" tftm&Xhk.. Xf7/S 
10 5f=&WC, CPU 2 4(4. Hr—A>t)*ry90)ti*7 
yh&*4y?V*>h ( + 1 ) -TS. JEt-T, x-r-y 
rsio 2T\ i2f@m;np s"^^oj:$(4P (;n* 
V-) fcV>d#rdT^-H(wLS$ixTV^. i— a 
k?t7Hi-j a*. 02 3(c*-r«tp(cy-ABffi(c 
m^^tittiit^Ptii^iih. HUMc. Xf yTS 1 
04t "YES" *«PJBi$itS4T, oi Ort^-yl^* 
V ? <T>f] *7V Y <F>-9- yXWytf^Z )V-JV%L n 

lzmi-&&T\ W.3^<r»v~)V, S4#a^-;HD 
ii^5^U<r»V->Vi)K ZtiZ'ti. 02 4, I2 5fc 
£1/02 6 crsrr 4. 3 trjaac^Siii stii^^raj * s 

y-Arw-m. d<D<J:5(;:LT5l* 
$ix*^(4#^ffi*?ixl.^>/-b-^^UP-/Kc^ 

[00 66] ddt-(4. fftHJ*0«BLh % Xf'/7 

S112i:Xf7rSl 1 3 fc£«30fc:8ffllILfc. L*> 

f&Ot SIS 1 * - V t & i t ilJt V 

COO 67] 5feOEI5c7)XT--yrS5(c:^-rji^ ; &-H 
(4. 02 7-03 0(C^-r7o-l2(C^o-Cftfm». 

/ofc^.(4^-j. -mwx't - v /i^^ro-r & z t tz x o 

TSjR Lfclftt- H<0**jmf 77 S 2 0 lT-(4. 
ri/^*>W4f7^^IjR«. *LT. Xx-y 

rs2 0 2t, CPU24H y'u-nrtf'MiRLfzttm 
H*^n*V a yAb/R- o£ 9 ru>f -was? 
L fc -r -y * fc 11 1 r -y # £ tt -5 T 3 y f * - 9 tfM «8ffi 

Xf 7/S 2 0 3T\ /ty3W5h^)fi 
**4rS<i4. oiO. A-y3yA>;i-t(i. *NRffl¥tt 

U ^'-A(^tJ(t|,^(4S^-^>'7-a^5A4 0 
lc(;fotCPU24WBif|,„ 

yro/7^4 oidi. &i%,Amztt5-ztitzft.mz 
fctX*co%tg,Am i ftt)rtZ>£olzi&feZtiX^&. 



*), ZcoisKfrZMfRX'Z&XolzLXhXW 
[0068] Xf77S2 0 2t "NO" 71/ 

zmm-fz, . nwm^tfxx'hh^izte. xt- yts 

2 0 6(=ii^. *ffigffl**>'ni/b'i-^<y)^(c(4. X 
^•y7-S2 0 7C3ttf. Ltztf-oX, *ti£ffi^#AT';f> 
htZMt. Xf 77S 2 0 6t*tlffl#t 

j.-^^-^, 7 r y*(4«R£ft^l^A^J$OT'-y 
^jWKWSJi. y-A(Ci3(tl»®#t»C PU 2 4**ffl3 

[0069] itfOj: 3 «^MB<0«, ■IitC7 t -A7U 

>f -vfc t i-x mfeexmizm^iz 

tl. Xf?7S3 0 1 (02 8) izmtS. Xf77S3 
0 1T'(4. ^ti.tJ'y-ABHtcBa&^L^r*^. 

-mm.zm.)sb&<, zlx, xt77S3 0 2tii tit 

Xlfy-AIS^L^^. 5tCXf7 7S20 1 
"CSS? Ltz T >y * (DcpX'C P U 2 4 KJyi-7 7 

^LT±j&»6 58P5;& — K£Kn— rs» Cix(cJ;-o 
T, TU^-V(cJ:SffiS3ltR<?5*tffi$r^< LTV^. 

h'o-L^*-H*m(cA^>^^*^(c(4. lJffi/tf 
(t. K02/^r-»7^*^»"3*rt-J:dlcLT*.J:^. 

[0070]«<Xf77S303T'il CPU24 
(4. (-*<0««Aft) (- TOV^Uh 

-Vj 5r3o-^i.. ^^>(7)ilj^*^lt5c^-H5rKa 
— ^irfc- r^v^Lxh-^j (4. 7WW* 
-HSrai-ri:^. i)tt±l/^777tSil (Xf"-y 
7°S4 09) ^(Ci^^t^X'. ^-HSraj-rkSl 
fl. 1 U^;U±(f Sfctfjfc: 1 il-eii-en^i:^l>. 

[007 1 ] Xf77S3 0 4ttt. mcT\s4 Wt, 

*-**fe£-ra. ^^x^^-K&tb-r^, xf77 

S3 0 5(Ci>V>T. CPU 2 4(4. 5feJJCTl/^-Vfcio 

T (K(^^(C) EaL7tf*. Xf77S30 6t?-y 

[0072] **J % ^f77S3 04tty7^-H 
^aB$^^t^7^i:#. Xf77S3 0 7T, 5fe^T 
L--f ^(4. lV v?i]- YZmm-fZ frt' 0 frWfct 
&. -? : Jy7#-FZmmt&£%~ ^T77S3 0 8 
T, 5fe*71/>f +lif«7i;.7 ^ H t*R=Sc»<?y5 
SrttfflU fl!!^rCPU24(4» fWy7?*-FCJ: 

••/9fi— H *^ft(c=5r v %i§£- 1> $> S XT77S3 
0 4fo4t/S3 0 7Ti:i,(C "NO" tmWiZtl&Z b 
hfoh. X^y7"S3 0 8^fc(4S3 0 7<7) 

XT-yTS3 0 6T^->-x^H^i:^*^iJ|fr$il 

[007 3] ^-vxyh'^fiJB)rL^i:#. <J:coxx-y 



(tO) )01-1 20840 (P200 1-1 2JL8 



7S3 0 9t. CPU24li. Xf-yTS303i:mm 
"C. X-f 7/S3 1 OTIi, f££:7°W-\*{2. 

£-r&. ^x^-K^aj-fit^ ^f7rs3 1 1 
izts^x. cpu2 4ii. ikTZyuj^izXiXigfeZ 

[0074] XtvTS 3 1 OT't^X^^-H 

£a5£3:V->fc;&#>;£i;g=, X-f-yTS3 1 3T\ f&3cT 

v^'-yiytf-FSrfSffi-t&i:^ ^T7rS3 14 
T. f££T W -VJi-ecOVv -y ? h x&mmnE 

^xm^ty&tmhtizxoizmm-h. zlx. x 

T7rS3 1 3£;tJiS3 1 4<0f£ s af^7S3 1 2 
[00 7 5] 12 9OXf77'S4 0 lt'li. CPU 2 

"TS. ^<Xf-y7 , S4 0 2T'te. 

f*^. tcfc h ^ yx ? & mcog. * mmz&mz & a o 

tU "YES"^,Xf77S403t» 
MJISrHfrU Xf7/S4 0 2T* "NO" <7)*§-ai:|sl 
«MC. Af77S4 04T. Xf77S3 0 3i/S(iS 
3 0 9 tlal^tC, 5tijcru-f ■V4fc{±tt«c7 , ^'f •VtlC 
5:3o4t, *<0ilrtW»4>ltScHa— 14. * 
-yftlc^TW-WCSS: 3 Ulfl4*61«cHn 
— 

[0 0 76] ^f77S4 0 5tli, ftCDf-yX'tiiL 

fri£oii*tm?h. "YES" <0*§-£\ Xf77S40 
6tii^, CPU24I1 ^^yx^^-KcOft-PJfe 
SMM^K t*bz_\£ T2Pj Srffl^yx^HPOl 
it Points) CPU24IJ:, M<Xr yy' 
S4 0 7T. fflft^?<OHP/!ii roj fc:fc*>:fcj&>£ 
"YES" &<y)Xx yTS4 08 

t\ cpu24ii. fUMKo^ >x^<rm^mtk 1 & 

[0 0 77] iOidfcLTffi^XX^aWlSi:. 
^ll ; e>'X^<7)U-^.yUT-yT5aa*^x yTS4 0 9 

eDP^Hcteff-rS. (SUt : E>'X:$'<OW<^# r i j 
tfO^Wi. 1 W^Tyrrf*. fPJL^yX;?^ 
r 2 j <0^t{i. 2 l^l/r y TT'£ h . fcfc* 

U sfcfcs^fcj:^ i u^t-Tyy^zmz^rfi 
^<2mx'hh. 



[0 0 78] 5feOXf77'S4 0 5X' "NO" <0i§-£\ 
^f77S4 1 6T"7^^^i!c^i:-0 75^JBr-r&„ 
ZCTiXy-yTSA 1 6T' "NO" CO^l^i . Xf vT 
S50 1 (030) 'V.ittf* 1 , "YES" co^-tcfi, 
Xf77S4 17t. VX?<0HP K<7)ifc^; 

> h T'«m*S . tzti U "?x ? izli . 1X4 v V 
<7)is-)VYtf^H-x.hft.X\^h<r>X\ tzt x.\Z*x&tf 
^y^^jtf,-,^, vx^HPli. rij 
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Summary. 
(57) [Abstract] 

[Elements of the Invention] The rule (message) specified by the rule counter is 
displayed at Step S102 until CPU counts rule several n required for the turn at Step 
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S104. Then, a game player is made to operate it at Step S106. 

[Effect] Since a rule message is displayed in advance of actual operation of a game 
player, a game can be carried out even if a game player does not know a rule. 
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[Claim(s)] 

[Claim 1] It is game equipment which displays a game picture on display and plays a 
game according to a fixed rule. An image data storage means to memorize the image 
data for displaying the aforementioned game picture (402a-402c), A message data 
storage means to memorize the message data for displaying the message containing 
the aforementioned rule (402d), And while outputting the rule message memorized by 
the aforementioned message data storage means before the start of a game in the 
mode which a game player can perceive Based on the image data memorized by the 
aforementioned image data storage means, the game picture corresponding to the 
rule message concerned is displayed on the aforementioned display. After a game 
start is game equipment equipped with the control means (24) which display the 
game picture relevant to a game on the aforementioned display based on the image 
data memorized by the aforementioned image data storage means. 
[Claim 2] It has further the operation means (56) operated by the game player. The 
aforementioned message data storage means divides and memorizes all the rules of 
one game in the 1st rule message and the 2nd rule message at least, the 
aforementioned control means After outputting the aforementioned 1st rule message 
and displaying the game picture corresponding to the aforementioned 1 st rule 
message on the aforementioned display, Game equipment according to claim 1 which 
it answers [ equipment ] the game player having operated the aforementioned 
operation means and having carried out operation relevant to the aforementioned 
1st rule message, and the aforementioned 2nd rule message is outputted 
[ equipment ], and displays the game picture corresponding to the aforementioned 
2nd rule message on the aforementioned display. 

[Claim 3] The message which the aforementioned game is a card game, and is 
memorized by the aforementioned message storage means and displayed on the 
aforementioned display is game equipment containing two or more messages which 
should be displayed one by one according to the procedure of advancing the 
aforementioned card game according to claim 1. ... 
[Claim 4] The aforementioned control means are game equipment according to claim 
1 to 3 which outputs the aforementioned rule message with either [ at least ] a 
display or voice. 

[Claim 5] The aforementioned display-control means is game equipment according 
to claim 1 which reads the message data memorized by the image data and the 
aforementioned message data storage output memorized by the aforementioned 
image-data storage means according to the advance situation of a game, and 
displays the aforementioned message data in piles on the aforementioned image data 
currently displayed on the aforementioned display including a display-control means 
to by.which the aforementioned control means output the aforementioned rule 
message by display. 

[Claim 6] The aforementioned control means are game equipment according to claim 
1 which outputs the aforementioned rule message before the start of a game, and 
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outputs the aforementioned advisory message to the timing after the start of a game 
defined beforehand including the rule message the aforementioned message data 
storage means explained the rule for a card game to be, and the advisory message 
for advice of game player operation. 

[Claim 7] It is game equipment according to claim 6 which outputs the deck 
evaluation message which evaluates the deck with which it is card game equipment 
which the aforementioned game equipment constitutes the one deck from a card of 
predetermined number of sheets, and performs a waging-war battle using the 
aforementioned deck, and the aforementioned control means were chosen by the 
game player as the aforementioned advisory message. 

[Claim 8] It is card game equipment which constitutes the one deck from a card of 
predetermined number of sheets, and performs a waging-war battle using the 
aforementioned deck. A judgment means to judge whether the game player asked for 
evaluation of the deck (24 S6), Card game equipment equipped with a deck 
evaluation means (24,401 d, S7) to evaluate the deck when a game player asks for 
deck evaluation, and an evaluation display means (24 S604-S606) to display the 
evaluation result of the aforementioned deck evaluation means. 
[Claim 9] It is card game equipment according to claim 8 with which the 
aforementioned deck evaluation means calculates the kind and number of cards 
which constitute the deck, and the aforementioned evaluation display means displays 
an evaluation comment based on the calculation result of the aforementioned deck 
evaluation means. 

[Claim 10] It has further an optimal deck storage means by which the kind and 
number of the cards which constitute the optimal deck were memorized as a table. 
The aforementioned deck evaluation means compares the table memorized by the 
deck and the aforementioned optimal deck storage means which should be evaluated, 
the aforementioned evaluation display means Card game equipment according to 
claim 8 or 9 characterized by displaying the comment which points out the fault of 
the deck and teaches the combination of the optimal deck when there are no both in 
a predetermined relation. 

[Claim 1 1] Card game equipment according to claim 8 to 10 further equipped with a 
deck creation means (24,401 e, S9) to create the deck when the judgment means (24 
S8) and game player which judge whether the game player asked for automatic 
creation of the deck ask for automatic creation of the deck, and a deck storage 
means (42) to memorize the created deck. 

[Claim 1 2] It is card game equipment which constitutes the one deck from a card of 
predetermined number of sheets, and performs a waging-war battle using the 
aforementioned deck. A judgment means to judge whether the game player asked for 
automatic creation of the deck (24 S8), Card game equipment equipped with a deck 
creation means (24,401 e, S9) to create the deck when a game player asks for 
automatic creation of the deck, and a deck storage means (42) to memorize the 
created deck. 
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[Claim 13] The aforementioned deck storage means is card game equipment 
according to claim 8 or 9 with which the deck created by the player is memorized by 
the aforementioned 1st deck storage region including the 1st deck storage region 
and the 2nd deck storage region at least, and the deck created automatically is 
memorized by the aforementioned 2nd deck storage region. 

[Claim 14] It is card game equipment which constitutes the one deck from a card of 
predetermined number of sheets, and performs a waging-war battle using the 
aforementioned deck. A deck specification means (S201) to specify the used deck, a 
setting means to set up computer waging-war mode (S202), A program storage 
means to memorize a thinking program (40,401c), A processing means to perform a 
card game using the deck set up by the aforementioned deck specification means 
according to the aforementioned thinking program in the aforementioned computer 
waging-war mode (24), Card game equipment equipped with an image data storage 
means (40,402) to memorize the image data for the aforementioned card game, and a 
display means (24 16) to display the picture of the aforementioned card game 
according to the image data memorized by the aforementioned image data storage 
means. 

[Claim 15] It is a storage for the game equipment which displays a game picture on 
display and is played according to a fixed rule. The image data storage region which 
memorizes the image data for displaying the aforementioned game picture (402a- 
402c), And it has the message data storage region (402d) which memorizes the 
message data for displaying the message containing the aforementioned rule. The 
aforementioned game equipment is the storage of the card game equipment which 
the aforementioned image data and the aforementioned message data are read 
[ equipment ], and displays the aforementioned game picture and the aforementioned 
message on the aforementioned display. 

[Claim 16] The aforementioned game equipment is the storage of the card game 
equipment which evaluates the deck according to the aforementioned deck 
evaluation program when a game player asks for deck evaluation, and displays the 
result including the program field (401 d) which is a storage for the card game 
equipment which constitutes the one deck from a card of predetermined number of 
sheets, and performs a waging-war battle using the deck, and memorizes a deck 
evaluation program. 

[Claim 1 7] The aforementioned game equipment is the storage of the card game 
equipment which creates the deck according to the aforementioned deck automatic 
creation program, and stores in the predetermined memory location when a game 
player asks for automatic creation of the deck including the deck automatic creation 
program storage area (401 e) which is a storage for the card game equipment which 
constitutes the one deck from a card of predetermined number of sheets, and 
performs a waging-war battle using the deck, and memorizes a deck automatic 
creation program. 
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[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 

DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[Industrial Application] This invention relates to the card game equipment pitched 
against each other using the card with which characters constitute the deck, for 
example from on the game screen of a handheld game machine especially (battle) 
about card game equipment. 
[0002] 

[Description of the Prior Art] For example, a bar code is read with a reading means, 
it is changed to the mark of an attack and defense, and a toy which determines 
victory or defeat by the size of mark is explained to JP,5-30475,B [A63F 1/02, 
1/18]. 

[0003] Moreover, another card game currently called "Pokemon card (registered 
trademark) GB" is known. In this card game, when it opposes one monster card at a 
time using a handheld game machine and some monster cards of a partner are 
beaten, it is the game which becomes **. 
[0004] 

[Problem(s) to be Solved by the Invention] Such a card game advances in the 
procedure which surely followed the fixed rule especially, and judges victory or 
defeat according to the rule. On the other hand, a game rule is peculiar to each card 
game. Therefore, a game cannot be played unless it is after often reading the kind 
described by the description of peculiar rule. 

[0005] Although this generally corresponds also in other game equipments, the rule 
itself is remarkable especially in the card game equipment which makes the nucleus 
of a game. v 

[0006] So, the main purpose of this invention is offering the game equipment which 
can be played while mastering a rule, even if it does not know a game rule. 
[0007]' 
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[Means for Solving the Problem] The game equipment according to the claim 1 is 
game equipment which displays a game picture on display and plays a game 
according to a fixed rule. An image data storage means to memorize the image data 
for displaying a game picture (402a-402c) f A message data storage means to 
memorize the message data for displaying the message containing a rule (402d), And 
while outputting the rule message memorized by the message data storage means 
before the start of a game in the mode which a game player can perceive Based on 
the image data memorized by the image data storage means, the game picture 
corresponding to the rule message concerned is displayed on display. After a game 
start is game equipment equipped with the control means (24) which display the 
game picture relevant to a game on display based on the image data memorized by 
the image data storage means. 

[0008] Invention according to claim 8 constitutes the one deck from a card of 
predetermined number of sheets. A judgment means to be card game equipment 
which performs a waging-war battle using the deck, and to judge whether the game 
player asked for evaluation of the deck (24 S6), When a game player asks for deck 
evaluation, it is card game equipment equipped with a deck evaluation means 
(24,401 d, S7) to evaluate the deck, and an evaluation display means (24 S604-S606) 
to display the evaluation result of a deck evaluation means. 

[0009] Card game equipment according to claim 12 constitutes the one deck from a 
card of predetermined number of sheets. A judgment means to be card game 
equipment which performs a waging-war battle using the deck, and to judge whether 
the game player asked for automatic creation of the deck (24 S8), When a game 
player asks for automatic creation of the deck, it is card game equipment equipped 
with a deck creation means (24,401 e, S9) to create the deck, and a deck storage 
means (42) to memorize the created deck. 

[0010] Card game equipment according to claim 14 constitutes the one deck from a 
card of predetermined number of sheets. A deck specification means to perform a 
waging-war battle using the deck and to be card game equipment and to specify the 
used deck (S201), A setting means (S202) to set up computer waging-war mode, a 
program storage means to memorize a thinking program (40,401c), A processing 
means to perform a card game using the deck set up by the deck specification 
means according to the thinking program in computer waging-war mode (24), It is 
card game equipment equipped with an image data storage means (40,402) to 
memorize the image data for a card game, and a display means (24 1 6) to display the 
picture of a card game according to the image data memorized by the image data 
storage means. 
[0011] 

[Function] In the example, a handheld game machine is used and a game picture is 
displayed on the display (LCD) prepared in the handheld game machine. However, 
this display is prepared apart from game equipment, and you may make it give only a 
status signal to the display from game equipment. 
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[0012] The character for in any case, displaying a required message, when the image 
data for displaying characters, a background image, etc. in a game on an image data 
storage means is memorized and game players, such as a rule and advice, play a 
game for a message data storage means, and the data of a sign are memorized. 
Control means like CPU read two data from each storage means, process them, and 
display not only a game picture but a message on the game screen of display. 
Speaking concretely, before the start of a game, control means' displaying the game 
picture corresponding to the rule message concerned on display while outputting a 
rule message with the mode which a game player can perceive, for example, a 
display, and voice. After a game player operates an operation means and starts a 
game, the game picture relevant to the game is displayed on display. 
[0013] In addition, in the case of card game equipment, a card picture is included in 
a game picture at least. Therefore, an image data storage means memorizes the 
image data for such a card picture. 

[0014] When a message is a long letter, the message is divided into some message 
segments, and is memorized by the message data storage means. And if it says in an 
operation means and the example by the game player and the A button will be 
operated, a display-control means will read and display the following message 
segment according to the operation. Therefore, even if a message indicator field is 
not so large, a game player tends to read the message of a long letter, and can 
display it. 

[0015] Moreover, what is necessary is for the initial stage to which a game player 
does not know a game rule to display a message, and just to judge by the judgment 
means whether a game is an initial stage for the reason. By it, a game can be 
smoothly advanced without displaying a message for a game rule, after [ a certain ] 
memorizing a grade. 

[0016] By teaching a game rule, before a game player actually begins a game, 
therefore a display-control means' displaying a rule message before a game start, 
and displaying an advisory message after a game start can explain much more plainly 
for a game player. 

[001 7] With the card game equipment of a claim 8, while a game player directs 
evaluation of the deck which self created, for example in a menu screen, the deck I 
want you to evaluate is specified. It responds and the kind and number of sheets of 
a card from which a deck evaluation means like CPU constitutes the deck 
concerned are evaluated. For example, if it says by the "card hero" of an example, 
the number of an advance guard monster or back monsters, a defense type number, 
an attack type number, the number of magic cards, etc. will be evaluated with 
reference to the optimal deck table set up independently. And the evaluation result 
is displayed. According to this invention, a player can create the better deck. 
[0018] For example, while the comment of the purport which is the optimal deck is 
displayed by the evaluation display means, and the balance of the fault of the deck, 
for example, an advance guard monster, a back monster, and a magic card displays a 
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bad comment when both are inharmonious when the deck which should be estimated 
as the optimal deck table is compared and both are in agreement, the comment 
which teaches the optimal balance is displayed. 

[0019] In addition, when a game player cannot create the deck personally, or when 
troublesome, a game player can direct automatic creation of the deck. In invention 
of claims 1 2 or 1 3, if there are automatic creation directions, CPU creates the deck 
according to the directions, and stores it in a deck storage means, for example, the 
backup field of Exterior RAM. Since a game player can play a card game using the 
deck created automatically, it does not have the troublesomeness of deck creation. 
[0020] When a deck storage means has the 1st deck storage region and the 2nd 
deck storage region, for example, the 2nd deck storage region is made to memorize 
the deck with which CPU created automatically the deck which the game player 
created, for example to the 1 st deck storage region. A game player can also use the 
deck stored in which field. 

[0021] In invention according to claim 14, a waging-war game is performed according 
to a thinking program, using the thing as the deck which the game player specified 
with same processing means like CPU. The process is displayed by the display 
means as a game picture. Therefore, a game player can master usage with the 
various deck which self chose by seeing the operation by the side of the partner 
computer. 
[0022] 

[Effect of the Invention] Since the message which contains not only a game picture 
but a rule in display is displayed according to this invention, even if it obtains with 
game players and does not know a game rule, according to the displayed rule, a 
game can be played correctly. Therefore, in case a game player carries out a game, 
there is no trouble of reading a description and memorizing a game rule. 
[0023] Other purposes, features, and advantages of this invention will become still 
clearer from the detailed explanation of the following examples given in relation to an 
accompanying drawing. 
[0024] 

[Example] With reference to drawing 1 , as for the handheld game machine 10 which 
can apply this invention, the cartridge insertion mouth 14 is formed in the rean-face 
upper limit of a case 1 2 including the case 1 2 of a longwise rectangle. By equipping 
the insertion mouth 14 with a cartridge 16, color display of a game screen or the 
menu screen is carried out on LCD18 arranged at the surface upper part. However, 
a handheld game machine 10 may be a game machine of monochrome display. 
[0025] With reference to drawing 2 , this LCD18 is constituted for a handheld game 
machine 10 as a dot-matrix drop including LCD18 as mentioned above. And this 
LCD18 is driven by the LCD drivers 20 and 22, and displays a color picture on the 
screen. The LCD driver 20 drives the line of a dot matrix alternatively, and the LCD 
driver 22 drives a train alternatively. A color picture signal is given to these LCD 
drivers 20 and 22 from the display-processing circuit 26 included in CPU24., 
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[0026] As for CPU24, the interior [ RAM / ROM and / 32 ] 30 is further combined 
with this core based CPU 28 including a core based CPU 28. A proper data area 
besides a program field is formed in the interior ROM 30, and the interior RAM 32 is 
used as a working memory of a core based CPU 28. 

[0027] Further, including basic VCO 34, this basic VCO 34 consists of crystal 
oscillators, and CPU24 gives an oscillation signal to a programmable divider 36. This 
programmable divider 36 carries out dividing of the oscillation signal from basic VCO 
34 according to the dividing data from a core based CPU 28, and gives the dividing 
signal as a clock of a core based CPU 28. 

[0028] A connector 38 is connected to CPU24 through a proper bus, this connector 
38 is arranged at the inner of the cartridge insertion mouth 14 shown in drawing 1 , 
and a cartridge 16 is electrically combined with CPU24 by inserting the connector 
pin (not shown) of a cartridge 1 6. 

[0029] A cartridge 16 includes the exteriors ROM40 and SRAM42. In the exterior 
ROM 40 of a cartridge 1 6, each data as shown in drawing 3 is memorized beforehand. 
SRAM42 receives the power supply of the backup cell 44, and is used for the backup 
data storage of a game. The power supply of the backup cell 44 is further given to 
MBC (Multi-Bank Controller)46, and this MBC46 contains the ROM/RAM controller 
52 which controls the clock counter 50 which receives the oscillation signal of the 
vibrator 48 for clocks, the exterior ROM 40, and the exterior RAM 42. 
[0030] As shown in drawing 1 , in the surface lower part of a case 12, two or more 
operation keys 54a~54e are formed, and two or more of these operation keys 54a- 
54e constitute the key matrix 56 ( drawing 2 ) in it. Each manipulate signal of the 
operation keys 54a~54e is given to CPU24 from the key matrix 56. Operation key 
54a is used in order to direct movement in the four directions of the four directions 
of a game character or cursor currently displayed on LCD18. Operation key 54b is a 
selection key used for selection in for example, game mode etc. Operation key 54c is 
the so-called start key used when starting the play of a game, or when stopping 
advance of a game temporarily. The operation keys 54d and 54e are push button 
switches, and can display use of various movement, for example, arms, a jump, an 
attack, etc. on the game character currently displayed on LCD 18 by operating these 
operation keys 54d and 54e. As shown in drawing 1 , it is arranged in the front face 
of a main part of a handheld game machine 10, and the key matrix 56 uses the 
manipulate signal of these operation keys 54a-54e as controller data, and these 
operation keys 54a-54e send it to CPU24. 

[0031] According to the game program given from a cartridge 16, character data, 
and the controller data from the operation keys 54a-54e, CPU24 performs data 
processing using extension RAM 58 if needed, and writes the data for a display in 
RAM60 for a display. Therefore, CPU24 functions as a display-control means. 
RAM60 for a display consists of two banks, has a larger storage region than the 
display rectangle of LCD18 as a whole, and enables the scrolling display of the 
vertical direction on the screen of LCD18, and/or a longitudinal direction by it. 
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[0032] As a result of data processing by CPU24, level adjustment is carried out by 
volume 62 and the sound signal which should be outputted is outputted to a 
loudspeaker 64 and/or the earphone jack 66. The sound signal outputted from this 
loudspeaker 64 and/or the earphone jack 66 contains the messages and sound 
effects of a game, such as a rule, and game music. 

[0033] In addition, in the above-mentioned example, although the case of a handheld 
game machine was explained, it is also applicable to a home video game machine etc. 
as other examples. Moreover, external storage may be replaced with ROM cartridge 
16, or, in addition to ROM cartridge 16, various storages, such as CD-ROM, DVD, 
and a magneto-optic disk, may be used for it. 

[0034] As shown in drawing 3 , the program field 401, the character field 402, the 
optimal deck table field 403, and the voice data field 404 are formed in the exterior 
ROM 40. 

[0035] Since the game the "card hero" who explains in the example is a kind of role 
playing game in which characters carry out card waging war according to a story, 
story advance program 401a of the program field 401 manages advance of the story. 
The "deck" which consisted of "card heroes" of an example with the card of a 
predetermined number is used, for example, it can be pitched against each other 
using three kinds of decks, the 1 5-sheet deck, the 20-sheet deck, and the 30-sheet 
deck. And the game rule which changes with kinds of deck, respectively is set up. 
Battle system program 401b is a program which performs each of that deck or 
waging-war processing according to each rule. Thinking routine program 401c 
programs thinking of CPU24 ( drawing 1 ) in below-mentioned computer waging war, 
a below-mentioned personal computer battle, etc. 

[0036] Deck evaluation program 401 d is a program for deck evaluation shown in 
below-mentioned drawing 32 . Deck creation program 401 e is a program for deck 
creation shown in below-mentioned drawing 20 , and it is made to choose a monster 
with mark high as much as possible there based on each monster (an advance guard, 
back) or magic. 

[0037] Event generating program 401 f, if a mother is spoken to every day which can 
get a gift certificate if a birthday comes based on the clock of the clock counter 46 
( drawing 2 ), various events, such as a tournament for every fixed day of the week 
which can get pocket money, will be generated. Moreover, message indicator 
program 401 g is a program for the display of the various messages explained later. 
[0038] Waging-war partner characterization program 401 h is a program which gives 
character, for example, the offensive character, or defense-character for every 
characters etc. blend that one card can be got in a "card hero" game if three cards 
are put in — a machine — the thing is prepared as the one method of card 
acquisition, and card blend program 401 i is a program for operating the blend 
machine Card blend program 401 i has determined uniquely the card which can come 
to hand by the blend machine based on the combination (recipe) of three cards put 
into a machine. Therefore, the joy which discovers the recipe for the card or its card 
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coming to hand can be added to a game player by setting up the card which can 
come to hand only from a blend machine. In addition, there are buying a card, getting 
a card as other methods of card acquisition, etc. 

[0039] Although three-sheet one pack will be bought when purchasing a card on a 
game, pack generator 401j is a program for determining the contents of the card 
pack automatically. Ranking generator 401k creates the ranking seen from 5 ^°m^ or 
the percentage of victories according to a waging-war result with each characters. 
[0040] 4011. of backup processing programs is a program for backing up periodically 
by the clock of the clock counter 50, corresponding to advance of a story, and they 
back up a stock card and the state under waging war automatically. 401m of 
communications programs is a program for controlling the communicate mode 
between other handheld game machines [ as / in Step S206 of drawing 27 ] which 
are needed at the time of waging war with other game players. 
[0041] Literal notation data for a display, such as a message, for example, a rule, 
advice, words, and an operation menu, are stored in the character field 402 of the 
exterior ROM 40 with image data, such as a player, a waging-war partner, and a 
background. 

[0042] If it says in detail, characters data area 402a is formed in this character field 
402, and the image data for displaying all the characters displayed all over a game 
screen is stored in this characters data area 402a. The special person for explaining 
not only the player that fights a card battle but a game rule is included in characters. 
The card image data for displaying cards, such as a monster card used for a game, a 
magic card, and SuperCard, is stored in card data area 402b of the character field 
402. 

[0043] Although not illustrated, various capacity values etc. are indicated by the 
card, respectively. For example, if it is a monster card, a "monster name", the 
"feature of a monster", "the level which can be raised", "work", an "attack 
mosquito", the "attack range", "HP", the "degree of rare", etc. will be indicated by 
a character or the sign, and the character picture of the monster will be displayed, 
moreover — if it is a magic card (registered trademark) — a "magic name", the 
"feature of magic", and " — required — loadage in koku — ", an "effect", the 
"degree of rare", etc. are indicated by a character or the sign, and the character 
picture which is the magic is displayed Moreover, it is the type which there are two 
kinds of monster cards, an advance guard monster and back MONSUKU, arranges an 
advance guard monster on the front row of a place fundamentally, and can attack an 
impending monster, and a back monster is the type which can attack the monster 
arranged and left to the back row of a place. Information, such as a capacity value 
about these cards, is also memorized by card data area 402b. 

[0044] The background data for displaying the place which arranges the card used 
for a game, the place which displays the information about a card on background 
data area 402c are memorized. Furthermore, the message data for displaying an 
above-mentioned rule, advice, etc. as a character is memorized at 402d of message 
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data fields. 

[0045] The optimal deck table as shown in Table 1 is stored in the optimal deck 

table field 403. 

[0046] 



[Table 1] 
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[0047] The "card hero" who is going to explain in the example is a game against 
which the characters in a game play a match using a monster card or a magic card, 
and one side of characters is operated by the game player. It is the optimal deck 
table which illustrated the optimal combination of the number of sheets of each card 
which the game player should prepare, and the optimal deck table shown in Table 1 
shows the example of the 1 5-sheet deck. Therefore, in the deck creation program 
( drawing 33 ) explained later, a number of the advance guard monster cards, back 
monster cards, and magic cards shown in it will be prepared with reference to this 
optimal deck table. 

[0048] In addition, defense capacity is the monster which is excellent in attack 
capacity compared with the defense type in Table 1 , and an attack type monster is 
the reverse. 

[0049] Moreover, although not illustrated, the mark table which gave mark according 
to the strength of each monster card and a magic card is stored in the optimal deck 
table field 403. That is, high mark are set to the high (strong) card of capacity, and 
low mark are set to the low (weak) card of capacity. Therefore, in a deck creation 
program, the optimal deck is created based on both the optimal deck table shown in 
Table 1, and the mark table which is not illustrated. 

[0050] A sound effect, game music, etc. of the voice data for outputting with voice 
the message memorized at 402d of message data fields to the voice data field 404 
or a game are memorized. 

[0051] The backup data storage areas 421 and 422 as shown by drawing 4 are 
formed in the exterior RAM 42 of a cartridge 18. The name of the characters set up 
by the game player is stored in the name and the discernment ID storage regions 
421a and 422a of each backup data storage areas 421 and 422 with birthday data. 
However, Discernment ID is automatically assigned by CPU24. By this discernment 
ID, the available card and the card by which it cannot be come to hand are set up by 
the cartridge, the card which cannot come to hand — for example, it will receive by 
exchanging through communication between other handheld game machines (others 
— a* cartridge) 
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[0052] Data, such as a game advance situation, i.e., a waging-war partner, a stage, 
and a stock card, are stored in the game advance situation storage regions 421b and 
422b, and the data of the card gained by that time are stored in the acquisition card 
storage regions 421c and 422c at them. The data of the record against an opponent 
for every waging-war partner are stored in the record-against-an-opponent storage 
regions 421 d and 422d. The data in which the card composition of the deck created 
by that time is shown, respectively are stored in creation deck storage region 
421 e1 -421 en and 422e1-422en. 

[0053] In addition, in the example, the deck which the game player itself created in 
the field of either creation deck storage region 421 e1 -421 en or 422e1-422en is 
memorized, and the deck which CPU24 created automatically in other fields is 
stored. A game player can choose and use any deck of any of a field. 
[0054] Drawing 5 shows the main routine of the "card hero" game of an example, 
and CPU24 ( drawing 2 ) carries out initial setting of the counter in the interior RAM 
32 ( drawing 2 ), or the field of a register at the first step S1. Subsequently, at Step 
S2, the game mode with which the game player chose CPU24 judges whether it is a 
waging-war battle. CPU24 judges whether it is the battle of an initial stage at this 
step S2 at the time of "YES." That is, in this example, in order to step on a stage by 
the first or later battle sequential battle and to explain a game rule to a player, it is 
necessary to judge whether it is a stage [ need / to be explained / that it is the 
battle of an initial stage, i.e., a game rule etc., ] at this step S3. In addition, the 
stages of a game are the stage where only for example, a monster card can be used, 
the stage where a magic card can also be used, the stage where SuperCard can be 
used, a stage that can create the deck now. 

[0055] When "NO" is judged at Step S3 that is, the stage of a game is progressing 
considerably and the waging-war battle of the normal mode shown in drawing 27 - 
drawing 30 is performed in the stage which does not need explanation of a rule etc. 
any longer. 

[0056] When "YES" is judged at Step S3, the practice mode routine shown by 
drawing 6 is performed. At Step S101 of the beginning of drawing 6 , "1" is set as 
the rule counter set up, for example in the interior RAM 32. responding — Step 
S102 — -1st rule " — **** — ! As shown in drawing 9 , Kumi and Hiroshi ****" 
through which it does not pass to a master and which ****(ed) are displayed in the 
game screen of LCD 18 ( drawing 1 ), and a voice output is carried out according to a 
message indicator if needed. And CPU24 judges whether next A button 54d 
( drawing 1 ) was pushed at Step S103. If A button 54d was pushed, CPU24 will 
judge whether the value of a rule counter was set to "n" at the following step S104. 
[0057] If "n" is the 2nd turn which rule counter several n is "10" and is shown in 
drawing 8 if it is the number of the rule counters in the turn, for example, is the 1st 
turn shown in drawing 7 , it is n= 5. If "NO" is judged at Step S104, in Step S105, 
CPU24 will carry out the increment (+1) of the counted value of a rule counter. 
Responding, according to the 2nd rule "rulebook, this game calls it the "turn cause" 
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at Step S102. — As shown in drawing 10 , it is displayed on a game screen or the 
voice output of " is carried out 

[0058] Similarly, until "YES" is judged at Step S104 (i.e., until the counted value of a 
rule counter amounts to rule counter several n which should be explained by the 
turn) The 3rd rule, the 4th rule, the 5th rule, the 6th rule, the 7th rule, the rule of 
eye octavus watch, the 9th rule, and the 10th rule Respectively, as shown in drawing 
1 1 , drawing 1 2 , drawing 1 3 , drawing 1 4 , drawing 1 5 , drawing 1 6 , drawing 1 7 , and 
drawing 18 , it is displayed one by one or a voice output is carried out. Therefore, if 
a game is gone on according to the message or rule displayed by doing in this way, 
** of a game player is good. 

[0059] here — being careful — although the 1st rule is completed by the display of 
drawing 9 , the 2nd rule shown in drawing 10 is incomplete, and the 3rd rule shown in 
drawing 1 1 following on it should be displayed That is, if the 2nd rule and the 3rd rule 
are a series of texts and it is original, it should be displayed on a series on one game 
screen. However, in this example, as shown in drawing 10 and drawing 11 , it is 
indicating by division. Thus, the divided message is called message segment. 
Similarly, drawing 12 and drawing 13 are indicating the message segment by division, 
and drawing 1 6 and drawing 1 7 are also the division displays of a message segment. 
The reason is to make it readable to a game player, and that it can make small the 
size of the rule viewing area in a game screen by displaying by the short text 
(message segment). 

[0060] If "YES" is judged at Step S104, CPU24 will display or carry out the voice 
output of the advice of the content which should next be operated to a game player, 
as it is Step S106, for example, is shown in drawing 19 . Therefore, a game player 
performs the next operation according to the advice. 

[0061] in addition — Step S106 — a "hit [ to come out of to an impending monster 
2P ] ****" "monster — already — if setting-by 1 ******** ****" and "monster 
are called and it divides, you may make it display the evaluation comment (below- 
mentioned drawing 32 ) of the deck other than the display of operation advice of a 
turn, ****", etc. according to the request of a player 

[0062] It is judged at Step S1 07 whether the next operation which was Step S106 is 
right. In being right, as shown in drawing 20 , in Step S108, it performs processing 
according to the right operation. For example, while pointing out the error of 
operation as it is Step S109, for example, is shown in drawing 21 in this case since it 
cannot be said as the right operation when operation in which he is dashed against a 
master here is carried out, registration of operation is refused in Step S1 10. 
[0063] In addition, when operation mistaken by Step S107 is carried out, usually 
different processing from game mode is performed. That is, usually, in game mode, 
even when operation which the player mistook is carried out, processing according 
to the operation is performed, by the turn, it processes as "finishing [ action ]" and 
the next operation is received. On the other hand, in the practice mode shown by 
drawing 6 , even if it carries out mistaken operation, acting does not become 
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"finishing", and the next operation is not received, either. That is, other operations 
are not received until it performs the right operation shown in drawing 1 9 . 
[0064] After processing at Step S108 is completed, CPU24 judges whether it is a 
turn end in Step S1 1 1. Although not illustrated in the case of a turn end, the 
message of "turn and" is displayed on a game screen. 

[0065] In the case of a turn end, a turn changes, the 2nd turn is started, therefore 
CPU24 is Step S1 12 and performs processing of a waging-war partner of operation. 
At this time, it is judged whether there is any rule which should be explained by the 
2nd turn at Step S1 13. Since there is a rule which should be explained also by the 
2nd turn as shown in drawing 8 , "YES" is judged at this step S113. Therefore, it 
returns to Step S101 and "1" is set as a rule counter, responding — Step S102 — " 
1st rule " of the 2nd turn — **** and monsters have ********** like this so, 
respectively As shown in drawing 22 , " is displayed in the game screen of LCD18 
( drawing 1 ), or a voice output is carried out. And CPU24 judges whether next A 
button 54d ( drawing 1 ) was pushed at Step S103. If A button 54d was pushed, it 
will judge whether when the values of a rule counter were "n" and the 2nd turn, 
CPU24 was set to "5" as explained previously at the following step S104. If "NO" is 
judged at Step S104, in Step S105, CPU24 will carry out the increment (+1) of the 
counted value of a rule counter, responding — Step S102 — 2nd rule " — the 
strength is with P (power) and is described in the float arm card ** - ** and 
MANATTO — As shown in drawing 23 , it is displayed on a game screen or the voice 
output of " is carried out. Similarly, as shown in drawing 24 , drawing 25 , and 
drawing 26 , it is displayed one by one or the voice output of the 3rd rule, the 4th 
rule, and the 5th rule is carried out, respectively, until "YES" is judged at Step S104 
(i.e., until the counted value of a rule counter amounts to rule several n which should 
be explained by the turn). Also in this case, the technique of a division display in 
which it explained previously is adopted. A game player should just advance a game 
according to the message or rule by which does in this way, and is displayed or a 
voice output is carried out. 

[0066] In addition, the expedient top, Step S1 12, and Step S1 13 of explanation were 
explained individually here. However, please care about that it is the same as that of 
the 1 st turn which directs the next operation in fact, explaining a rule. 
[0067] The normal mode shown in Step S5 of previous drawing 5 operates according 
to the flow view shown in drawing 27 - drawing 30 . For example, the deck which a 
player uses is chosen at Step S201 of the beginning of the normal mode chosen by 
moving cursor by the menu screen. And CPU24 judges whether jt is the mode in 
which a computer plays a waging-war partner using the deck as personal computer 
battle mode, i.e., the deck which the player chose, with the same waging-war mode 
which the player chose at Step S202. In the case of a personal computer battle, 
preparation of a personal computer battle is made at Step S203. That is, in a 
personal computer battle, a waging-war partner uses the deck of the same content 
as the deck which the player chose, and CPU24 takes charge of the thinking in a 
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game according to thinking routine program 401c. In addition, thinking routine 
program 401c is set up so that the characters may act according to the character 
given to characters. Moreover, strength level is set up and you may enable it to 
choose the level by operation of a game player. 

[0068] in "NO", a player chooses a waging-war partner (others — characters) 
further by the menu screen at Step S202 When a waging-war partner is a man, it 
progresses to Step S206, and when a waging-war partner is a computer, it 
progresses to Step S207. Therefore, when a waging-war partner is a man, the game 
player which serves as a waging-war partner at Step S206 chooses the deck. 
Moreover, when a waging-war partner is a computer, the deck in which selected 
characters have the deck is chosen, and CPU24 takes charge also of the thinking in 
a game. 

[0069] After such preparation, on a screen, a game player and a waging-war partner 
are displayed by the position as a master, and progress at Step $301 ( drawing 28 ). 
At Step S301 , it opts for the first-to-go-into-attack last to go into attack by 
methods, such as janken or the toss of a coin, for example, displaying a picture, for 
example on a game screen. And at Step S302, displaying a game screen, for example, . 
CPU24 shuffles a card in the deck previously chosen at Step S201, and the draw of 
the card of five upper shells is carried out. The room of the option by the player is 
lost by this. In addition, when the card which carried out the draw is not pleased, you 
may make it redo the shuffle of a card only once. 

[0070] At continuing Step S303, CPU24 gives three "a stone or stones" to a first- 
to-go-into-attack player (one characters), and carries out the draw of the one- 
sheet card from **** on hand. In addition, "a stone or a stone" is required when [ at 
which a player takes out a card ] improving at the time (Step S409), and when taking 
out a card, it is needed for one one-piece and 1 level ****** sake, respectively. 
[0071] At Step S304, a first-to-go-into-attack player determines whether take out 
a monster card, and carries out the key stroke for it. When taking out a monster 
card, after it turns down the monster card and stone which were specified by the 
first-to-go-into-attack player on the appointed place and CPU24 arranges them (to 
back sense), in Step S305, it judges whether it is a turn end at Step S306. 
[0072] In addition, when it decides that a monster card is not taken out with Step 
S304, a first-to-go-into-attack player determines whether use a magic card at Step 
S307. When using a magic card, at Step S308, a first-to-go-ihto-attack player uses 
a number required for the magic card of stones, and another side CPU 24 is 
processed so that a predetermined effect may be acquired with the magic card. In 
addition, since there may be no magic card in a hand, it may be judged as "NO" at 
both the steps S304 and S307. And it is judged at Step S306 after Steps S308 or 
S307 whether it is a turn end. 

[0073] When a turn end is judged, at the following step S309, like Step S303, CPU24 
gives three "stones" to a last-to-go-into-attack player (characters of another side), 
and carries out the draw of the one-sheet card from **** on hand. And at Step 
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S310, a last-to-go-into-attack player determines whether take out a monster card, 
and carries out the key stroke for it. When taking out a monster card, after it turns 
down the monster card and stone which were specified by the last-to-goHnto- 
attack player on the appointed place and CPU24 arranges them, in Step S31 1, it 
judges whether it is a turn end at Step S312. 

[0074] In addition, when it decides that a monster card is not taken out with Step 
S310, a last-to-go-into-attack player determines whether use a magic card at Step 
S313. When using a magic card, at Step S314, a last-to-go-into-attack player uses 
a number required for the magic card of stones, and another side CPU 24 is 
processed so that a predetermined effect may be acquired with the magic card. And 
it is judged at Step S312 after Steps S313 or S314 whether it is a turn end. 
[0075] At Step S401 of drawing 29 , CPU24 substantiates the card of the first-to- 
go-into-attack player turned down and arranged by the previous turn, or a last-to- 
go-into-attack player (all are characters) (or public). At continuing Step S402, it 
judges whether the monster which is back is moved to a front empty place. That is, 
it judges whether it is vacant in front and there is any place. If it is "YES", move 
processing is performed at Step S403, like [ "NO" ] a case, like Steps S303 or S309, 
three stones are given to a first-to-go-into-attack player or a last-to-go-into- 
attack player, and an one-sheet draw is carried out from the **** by Step S404 at 
Step S402. That is, three stones are given to each player for every turn, and an 
one-sheet draw is carried out from 

[0076] At Step S405, it judges whether it was directed or not that the monster 
taken out with the previous turn attacks other monsters. In "YES", it progresses to 
Step S406 and CPU24 subtracts the attack point which the monster card has, "2P", 
from HP (Hit Points) of a partner monster. [ for example, ] CPU24 is continuing Step 
S407, and HP of a partner monster judges whether it was set to "0." If it is "YES", 
CPU24 returns a stone at the following step S408 while erasing the display of the 
monster of relevance. 

[0077] Thus, if a partner monster falls, improvement processing of an attack side 
monster will be performed at Step S409. It depends for the level which can be raised 
on the level of the pushed-down monster. When the level of the pushed-down 
monster is "1", it can improve one time, and when the level of the pushed-down 
monster is "2", it can improve two times. However, one stone is required, whenever 
it improves one time, as stated previously. 

[0078] In "NO", it judges whether it is the attack to a master at Step S416 by 
previous Step S405. Although it progresses at this step S416 to Step S501 ( drawing 
30 ) in "NO", in "YES", HP of a master is subtracted on the attack point of the card 
by Step S417. However, since the shield of two points is beforehand given to the 
master, as for HP of a master, only "1" is reduced by it when the attack point is "3", 
for example. And at Step S418, the stone equivalent to the damage received at Step 
S417 is returned to the master side which received the damage. One stone is 
returned in this example. 
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[0079] It judges whether CPU24 has a penalty at Step S410 after Step S409 or Step 

5418. For example, when its monster is pushed down or it banishes, it counts as a 
penalty. When there is a penalty, HP which corresponds at Step S411 according to a 
penalty is subtracted from HP of an attack side master. For example, when 
improvement in an attack side monster is carried out by pushing down one's 
monster for HP "1" again when its monster is pushed down or it banishes, whenever 
it raises one, HP "1" is subtracted from HP of a master. And it judges [ whether as 
a result, HP of a master was set to "0", and ] at Step S412. When HP of a master 
remains, it judges whether it is a turn end at the following step S413, and if it is 
"NO", returns to Step S405. It judges whether if it is "YES", it progresses to Step 
S414, and there is any non-acted monster. A non-acted monster means the 
monster which has carried out neither attack nor movement. When there is a non- 
acted monster, concentration useless processing of a non-acted monster is 
performed in Step S415. drawing 31 — concentration — the game screen in which a 
useless situation is shown — it is - — the upper right of a monster — " — attaching 

" — " — concentration useless" is expressed concentration — after both 
aggressivity and HP perform processing of a non-acted monster a useless result at 
Step S415 which carries out "1" rise, it returns to Step S401 

[0080] When HP of one of masters is set to "0" at Step S412, the direction set to 
"0" is defeat, and it is a draw when HP of both masters is simultaneously set to "0." 
Therefore, CPU24 expresses victory or defeat or a draw on a game screen as Step 

541 9. With it, remuneration is given to a victor at Step S420 according to victory 
conditions. A victor can get a fixed number of medals and cards. Moreover, when a. 
master is pushed down, for example by SuperCard, the medal of five sheets can be 
got, and when a master is pushed down with the usual monster card, the medal of 
three sheets can be got. When a conclusion reaches after Step S420 (i.e., a match); 
it returns to the main routine shown in drawing 5 . 

[0081] It checks whether when "NO" is judged at Step S416, a monster card is 
again taken out with Step S501 of drawing 30 , and when a player determines to take 
out a monster card, in Step S502, the monster card and stone which were specified 
are taken out to one place like Step S305 or S31 1 . 

[0082] In "NO", it judges whether the player specified the magic card by Step S 503 
at Step S501. In the case of a magic card, in Step S504, a number required for the 
magic card of stones are used, and the effect by the magic card is processed. 
[0083] However, when "NO" is judged at Step S503 and "YES" is judged at Step 
S505, other processings of Step S506, for example, movement of a monster etc., are 
performed. Moreover, when "NO" is judged also at Step S505, it returns to Step 
S413( drawing 29 ). 

[0084] If "NO" is judged at Step S2 of the main routine of drawing 5 , it will judge 
whether the player chose deck evaluation, "please the deck be seen" by the menu 
screen shown in drawing 34 , and whether CPU24 was chosen at the following step 
S6. In deck evaluation, the routine of Step S7, i.e., drawing 32 , is performed. 
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[0085] Displaying a game screen like drawing 35 , CPU24 makes the deck which 
wishes to evaluate to a player choose at Step S601 of drawing 32 . According to 
deck selection of a player, CPU24 calculates the kind and number of cards which are 
contained in the deck at Step S602, it is Step S603, and compares the optimal deck 
table as shown in previous Table 1 with its calculation result, and judges the quality 
of the balance of the selected deck, or [ that the calculation result and the optimal 
deck table were in agreement ] — or when approximated, balance judges that it is 
the good deck and judges that both are the decks with bad balance an inequality or 
when it does not approximate 

[0086] When it judges that it is the good deck of balance at Step S603, CPU24 
displays a game screen like drawing 36 , and tells a player about that. Moreover, 
when "NO" is judged at Step S603, CPU24 is Step S606, for example, displays a 
game screen like drawing 38 , and gives the advice for deck creation while 
expressing a game screen like drawing 37 as Step S605 and pointing out the defect 
of the deck. 

[0087] In addition, you may make it calculate the total value of the mark set up for 
every card at Step S602 in addition to the kind and number of cards. In this case, it 
is Step S603 and, in addition to the balance of the deck, the strength of the deck 
can also be judged by comparing the optimal deck mark value (not shown) 
memorized to the total value and the optimal deck table field 403 of the mark. 
[0088] It judges whether the player directed creation of the deck, when you judge 
"NO" at Step S6 of drawing 5 , CPU24 "should build the deck" with Step S8 by the 
menu screen of drawing 34 , and whether it chose. If "YES" is judged at Step S8, 
the routine of Step S9, i.e., drawing 33 , will be performed. 

[0089] At Step S701 of the beginning of drawing 33 , a player specifies either or 
( drawing 4 ) of the memory location of the created deck, for example, creation deck 
storage region 421 e1 -421 en, and 422e1^422en. And CPU24 saves the deck which 
created the deck according to deck creation program 401 e shown in drawing 3 at 
Step S702, and was created at Step S703 to the memory location specified at Step 
S701. 

[0090] In addition, a deck creation program chooses deck balance so that it is in 
agreement or the optimal deck table shown in Table 1 may be resembled, and it 
compares the mark set up for every card, and it is made to choose a card with more 
high mark at Step S702. The at best [ balance ] most powerful thereby deck can be 
created. 

[0091] If "NO" is judged at Step S8 of the main routine of drawing 5 , it will judge 
whether it is a renewal period of automatic backup at the following step S10. If 
"YES" is judged at Step S10, in Step S11, the data of the backup fields 421 and 422 
shown in drawing 4 will be rewritten according to 4011. ( drawing 3 ) of backup 
processing programs. 

[0092] Because it can prevent that important backup data disappear, it is made to 
give two backup fields of the backup data areas 421 and 422 here, when the data of 
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another backup field remain, even if it carries out that a power supply falls in the 
middle of pack rise processing etc. and the data of one backup field disappear. 
Moreover, intentional redo etc. can be prevented and the waging-war battle which 
has a feeling of tension more can be made to perform by performing an automatic 
pack rise compared with the case where a player is made to back up alternatively. 
[0093] If "NO" is judged at Step S10 of the main routine of drawing 5 , CPU24 will 
judge whether other processings were chosen at the following step S12. In addition, 
when processing is chosen, processing is performed in Step S13. Here, in addition to 
this, processings are getting pocket money from a mother, purchasing a card, etc. 
[0094] In addition, the expedient top of explanation and Step S10 were explained 
individually here. However, please care about that parallel processing is periodically 
carried out to other step S4, S5 and S7, S9 f and processing of S13 by the clock, 
corresponding to advance of a game in fact. 



[Translation done.] 
* NOTICES * 

Japan Patent Off i ce is not respons i b I e for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1nthe drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the external view of an example of the card game equipment with 
which this invention is applied. 

[Drawing 2] It is the block diagram of the card game equipment of one example of 
this invention. 

[Drawing 3] It is the memory map of ROM of a cartridge. 
[Drawing 4] It is the memory map of RAM of a cartridge. 

[Drawing 5] It is the main flow chart of game processing of one example of this 
invention. 

[Drawing 6] It is the sub routine flow chart which shows a practice mode waging-war 
battle. 

[Drawing 7] It is drawing showing an example of the description in the 1st turn 
displayed in rule display processing of drawing 6 . 
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[Drawing 8] It is drawing showing an example of the description in the 2nd turn 
displayed in rule display processing of drawing 6 . 

[Drawing 9] It is drawing showing an example of the screen display of the description 

displayed in rule display processing in the 1st turn of drawing 6 . 

[Drawing 10] It is drawing showing an example of the screen display of the 

description displayed in rule display processing of drawing 6 . 

[Drawing 1 1] It is drawing showing an example of the description which should be 

displayed following drawing 10 . 

[Drawing 12] It is drawing showing an example of the screen display of the 
description displayed in rule display processing of drawing 6 . 
[Drawing 13] It is drawing showing an example of the description which should be 
displayed following drawing 12 . 

[Drawing 14] It is drawing showing an example of the screen display of the 

description displayed in rule display processing of drawing 6 . 

[Drawing 1 5] It is drawing showing an example of the screen display of the 

description displayed in rule display processing of drawing 6 . 

[Drawing 1 6] It is drawing showing an example of the screen display of the 

description displayed in rule display processing of drawing 6 . 

[Drawing 1 7] It is drawing showing an example of the description which should be 
displayed following drawing 16 . 

[Drawing 18] It is drawing showing an example of the screen display of the 

description displayed in rule display processing of drawing 6 . 

[Drawing 19] It is drawing showing an example of a display of the content of 

processing which a game player should next operate in drawing 6 . 

[Drawing 20] It is drawing showing an example of a screen display in processing of 

the right operation of drawing 6 . 

[Drawing 21] It is drawing showing an example of a screen display in operation error 
indication processing of drawing 6 . 

[Drawing 22] It is drawing showing an example of the screen display of the 
description displayed in rule display processing in the 2nd turn of drawing 6 . 
[Drawing 23] It is drawing showing an example of the screen display of the 
description displayed in rule display processing of drawing 6 . 
[Drawing 24] It is drawing showing an example of the description which should be 
displayed following drawing 23 . 

[Drawing 25] It is drawing showing an example of the description which should be 
displayed following drawing 24 . 

[Drawing 26] It is drawing showing an example of the description which should be 
displayed following drawing 25 . 

[Drawing 27] It is the sub routine flow chart of normal mode waging-war battle 
processing. 

[Drawing 28] It is the sub routine flow chart of the normal mode waging-war battle 
processing which follows drawing 27 . 
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[Drawing 29] It is the sub routine flow chart of the normal mode waging-war battle 
processing which follows drawing 28 . 

[Drawing 30] It is the sub routine flow chart of the normal mode waging-war battle 
processing which follows drawing 29 . 

[Drawing 31] It is drawing showing an example of the screen display of a normal 
mode waging-war battle. 

[Drawing 32] It is the sub routine flow chart of deck evaluation processing. 
[Drawing 33] It is the sub routine flow chart of deck automatic creation processing. 
[Drawing 34] It is drawing showing an example of a menu screen which directs 
evaluation of the deck, or selection of automatic creation. 

[Drawing 35] It is drawing showing an example of a screen display in deck selection 
processing of drawing 32 . 

[Drawing 36] It is drawing showing an example of a screen display in comment 
display processing of the good purport of the deck balance of drawing 32 . 
[Drawing 37] It is drawing showing an example of a screen display in indication 
processing of the portion which has broken off. 

[Drawing 38] It is drawing showing an example of a screen display in deck 

combination advice processing of drawing 32 . 

[Description of Notations] 

10 — Handheld Game Machine 

1 6 — Cartridge 

18 — LCD 

24 — CPU 

40 — Exterior ROM 

42 — Exterior RAM 

54a-54e — Operation key 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DRAWINGS 



2001-120840 




[Drawing 3] 



2001-120840 



401 



1 — 




1* 


1— 






1— 




-i 




i 






h- 




1 


h 






I— 


SttMMMSfttt^n^A 


-L 




i 






1— 




-j 


I" 
i — 


___j«rrp^A 


-c 

-J 


i — 




"~L. 


1— 




-i- 







--401i 



-401b 



•401c 



-4018 



--401I 



-401J 



401f 




-402d 



403 



[Drawing 4] 



, J*K*J^5E««WJ J- 

i 



—I 



j 

I 

I 

j**?^™**^ V 



421 

. 421 1 

«ib 

42 !c 

^ ^ 421d 

- - 421e1 



• 421 da 



422 



^ ~ 422b 

- - - 422c 



\ . 422a1 



[Drawing 9] 



2001-120840 



am 



0 03 



[Drawing 10] 

)3sS9 ■:. B- oa 



IShT 



[Drawing 1 1] 



O 03 



0 03 



.mm 



[Drawing 5] 




S13 



2001-120840 



[Drawing 6] 



an- cm 



3— * 



101 



,S1Q2 



S1€9 




51 14 



[Drawing 7] 



2001-120840 



mi*->v>n,-Mttm 





ma? 


1 




2 




3 




4 




5 




6 




7 




8 





9 




1 0«n 




[Drawing 8] 






i 




2 




3 


"boWT2P 
C^tf** • • • • 


4 


A* • » • ■ 


5 = n 


£UTtvPt> T3PJ tt&t^ 



[Drawing 12] 



2001-120840 



g tl&5»& 7^9-13 



[Drawing 1 3] 



9 03 




[Drawing 14] 



9 



if 



9" 



Jm 



[Drawing 15] 



O 3 = 



9 Oa 



mm 

111 isga-ws. 8 """ 



[Drawing 16] 



2001-120840 



0 33 



0 0? 



[Drawing 1 7] 



9. 3a 



„ fsfiii 



Ms; 



[Drawing 1 8] 



O 3 = 



0! ; : 0 ; 3: 



RSI 



[Drawing 1 9] 



9 13 



4 UP* ; 




0 5a 



\±J6 hp* ^ftfeys*! 



[Drawing 20] 



2001-120840 



4 MP* 



« hp* 



9 53 



C83i 



[Drawing 21] 



« hp* 
1 53 




[Drawing 22] 

in£9 a Ma 



* hp* 



a l: 



13 fe:ts§*^<, 



[Drawing 23] 



g Ma 



* MP J 



9 is 



[Drawing 24] 



2001-120840 



9 H3 



• HpI 



HP* 



9 13 



SPOT?- > 3**3 



[Drawing 25] 



9 M» 



9 .la 



[Drawing 26] 



9 IS 



! I3PJ U ttOfc 



[Drawing 27] 



2001-120840 



c 



aura— k«« 



3 



$201 



,S202 
NO 



-S204 



S203 



YES 




S206 



© 



,$207 



[Drawing 28] 



2001-120840 



S301 



■ J 5303 




[Drawing 29] 



2001-120840 



ft A A CoHUt) ^U-f Vfl) 



.5401 




"S409— - " 




-© 



S411 



S419 



S420 



S41S 



[Drawing 30] 



S50I 



YES 



4° 2503 



NO 



S5Q5 



^02 



S506 

7 



6) 

[Drawing 31] 



2001-120840 




[Drawing 32] 

C 



3 



<H3 5) 




NO 



3601 



S602 



SS05 



<R3 7> 



(B3 8) 



S606 



[Drawing 33] 



S701 
S7Q2 



S703 



[Drawing 34] 



2001-120840 




[Drawing 36] 




[Drawing 38] 



2001-120840 



39 




[Translation done.] 



